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THE ROAD TO NEW ORLEANS 


Get ready to kick off an all new season 
of college football, featuring authentic 
college playbooks, all 111 Division 1-A 
teams, and the Nokia Sugar Bowl, site of 
the 1997 National Bowl Alliance 
Championship game. Does your team 
have what it takes to go the distance? 


STARTING THE GAME 


1. Turn OFF the power switch on your Super NES. Never insert or remove a 
game pak when the power is on. 

2. Insert College Football USA™97 into the slot on the Super NES. To lock the 
game pak in place, press firmly. 

3. Turn ON the power switch, EA SPORTS” logo appears. If you don't see it, 
begin again at step 1. Press START to continue to the Game Setup screen. 


RESETTING THE GAME PAK 


Your College Football USA 97 game pak can be reset to its factory settings, 
allowing you to erase any user records, changed formations, and saved seasons 
or tournaments. 


1. From any game screen, press A+B+START, while holding RESET on your 
Super Nintendo. The screen turns green. 


2. Release the four buttons and press RESET again. The cartridge battery is 
cleared, restoring the factory settings. 


Control 
Pad 


Select Start Y B 
Button Button Button Button 


CONTROL SUMMARY 


MENU CONTROLS 
Highlight options 


Control Pad up/down 


Cycle through options 


Control Pad left/right 


Select an option 


START or X 


Pause Game 


START 


KICKING 

Set kicker in motion Xx 

Aim ball Control Pad left/right 
Kick ball x 


Set Onside Kick formation 


A, then A, B, or X for left, standard, or 
right formation 


RECEIVING A KICK 


Take control of receiver 


Control Pad 


Position to receive 


A, then A, B, or X for left, standard, or 


onside kick right formation 
BEFORE THE SNAP 

OFFENSE 

Call an audible A, then A, B, or X 
Call a fake snap signal B 

Snap the ball x 

DEFENSE 

Player movement Control Pad 

Call an audible A, then A, B, or X 
Control a different player B 

Fire off the line Y 


AFTER THE SNAP 


OFFENSE 

Running 

Player movement Control Pad 
Dive A 

Explode forward B (tap) 

i (hold) 


[B 
[Y 
x 


Call up Passing letters xX 

|ABX Passing ON: Pass to one of three receivers | A,B, X 

|ABX Passing OFF: Cycle through five receivers | Press A or Brepeatedly to 
select receiver, then X to pass 


Receiving 

Dive for the ball 

Control receiver closest to ball 

Raise hands or jump and raise hands 


DEFENSE 

Dive at ball carrier 

Control defender closest to ball 

Jump and raise hands to attempt a block 


lor interception 


GAME SETUP SCREEN 


From the Game Setup screen you can select a play mode 
or view the credits. 


EXHIBITION GAMES 


SETUP SCREEN 

If you select EXHIBITION as game mode, the Setup 

screen gives you the options listed. 

HOME TEAM Select the home team. Teams 
are listed alphabetically and 
their logos appear as you cycle 
through the different teams. 


VISITOR TEAM Select the visiting team. The visiting team gets to call the 


coin toss. 
GAME LENGTH Select either 20, 40, or 60 minute games. 
WEATHER Select from FAIR, WINDY, RAIN, or SNOW. 


«When you've made the selections you want, press START. The Team Select 
screen appears. 


TEAM SELECT SCREEN 
Select the team that you want to control. 
To make selections: 


1. Control Pad <>» to position the controller icon 
under the team you want. If you leave the icon in 
the middle, the computer controls both teams. 


2. When you're done selecting, press START. The User Records screen 
appears. See User Records Screen on p. 7. 


MULTI-PLAYER ADAPTER 

The Multi-Player adapter lets up to four people play 3-on-1, 2-on-2, or 4-against 

the-computer. 

When you use the adapter, the Team Select screen appears with four controller 
icons, each a different color. Move the controller icon <> to choose a team and 

press START. 


val 


The colors assigned to each controller are: 
Controller 1 2 3 4 


Color Orange Red White Gray 


* On offense, one player is always the quarterback and playcaller. Other 
players can press B to cycle through the other positions and take control 
of any player except the quarterback. 


+ Ondefense, the same player that calls the offensive plays calls 
the defensive plays. Again, other players can press B to select 
other positions to control. 


NOTE: In Computer vs. Computer play, any button pressed on the Controller 
except START returns you to the Game Setup screen. 


* The person who presses B first takes control of the player closest to the 


ball on offense and defense. The person who presses B second takes 
control of the second closest player, and so on. 


USER RECORDS SCREEN ia 


Here you can enter a name and track your 
performance records. 


* To skip this screen without entering a name, 
select NONE and press START. 


To enter a name: 
1. Control Pad ¢ to move the highlight box to one of seven name slots. Press 
START or X to select a slot. The Enter Player Name screen appears. 


2. _ Enter another name or press START or X to continue. The Player Selection 
menu appears. 

3. Control Pad ¢ to SELECT the highlighted PLAYER, ERASE the highlighted 
PLAYER, RESET the CPU and erase all user records, or CANCEL and return 
to the User Records screen. 


4. Press X to continue to the Pregame menu (see p. 14 for more information). 


Choose between Bowl games or Playoffs to determine the National Champion, 
and play through a whole season with one or more teams. 


NOTE: If you start a new season, any old season or tournaments are erased. 


SETUP SCREEN 

If you select NEW SEASON, the Setup screen gives 

you the following options: PLAY MODE NEW SEASON 
Eime'tentrn 2 minares 

GAME LENGTH Select either 20, 40, or 60 minute fw cames 

games. 


WEEKS Choose a 1-12 week season. 
FINALS Chooses to complete the season with PLAYOFFS or BOWL GAMES. 
PLAYERS 1-16 players can participate in a Season. 


NOTE: When you select the number of players, you determine the number of 
games a human player actually plays. For example, if you choose 4 players, 

you can select four different teams at the Team Setup screen and can playa 
maximum of four games per week during the scheduled season. 


* After making your selections, press START. The Team Setup screen 
appears. 


TEAM SETUP SCREEN 


Select the teams you want to play with through the 
season. The same number of team slots appears on 
the Team Setup screen as the number of players you 
chose from the Setup screen. 


* — Control Pad ¢ to select a team slot; Control Pad <> to cycle through team 
names, 


NOTE: You can play without entering your own name (i.e., just selecting a 
team), or you can enter a name and track your performance. See User Records 
Screen on p. 7. 


¢ When you've finished making your selections, press START to go to the 
Week Schedule screen. 


WEEK SCHEDULE SCREEN ice 


This screen lists the schedule for the entire season on 
a week-by-week basis, starting with week one of the 
season. 


* To view all 56 of the matchups for the week, 
Control Pad ¢. 


* To view the other weeks’ matchups, Control Pad «>. 


The games you're scheduled to play have a controller icon beside them and are 
termed HOLD games. All other games on the schedule default to CPU, or computer- 
played games. You can change individual HOLD games to CPU and back. 

* — To toggle between CPU and HOLD games, highlight the game and press X. 


* — To display the Week Schedule menu, press START. 


WEEK SCHEDULE MENU Pea 

* — To select the highlighted option or toggle an 
option ON/OFF, press X. 

* To exit an option screen and return to the Week 
Schedule menu, press START. 

« After setting up your season, select PLAY WEEK to go to the Team Select 
screen. See Team Select on p. 6 for more information. 

WEEK SCHEDULE Return to the Week Schedule screen. 

PLAY WEEK After you select the games you want to play the first week, select 

PLAY WEEK. All CPU games play automatically and you play the HOLD games. 

When you complete all the games you chose to play in week one, you return to 

the Week Schedule screen. 


SEASON STATS View cumulative team, passing, rushing, receiving, defensive, 
kicking, and punting stats for the season. 

To view the Season Stats: 

1. Select SEASON STATS. The Stats menu appears. 


2. Control Pad ¢ to highlight a statistic category, and press X. 
On the Team Stats screen: 
* To cycle through the teams on the schedule Control Pad «>. 


* To cycle through the categories, press A or X. a 


On all other Stats screens: 
* Control Pad <> to cycle through the statistic categories, and Control 
Pad ¢ to view all the players. 


* To scroll faster, Control Pad ¢ and hold X. 
3. Press START to return to the Stats menu. 
4. — Select EXIT to return to the Week Schedule menu. 


TEAM ROSTERS \iew Energy Level (check if your players are tiring), Speed, 
Quickness, Awareness, Weight, Range or Hands, Power or Block, and 
Accuracy or Tackle ratings. 


* — To cycle through the teams on the schedule, Control Pad «>. 
* To cycle through the categories, press A or X. 


TEAM SCHEDULES View the entire season schedule for each team. The 
schedule lists who and where they play, scores of completed games, and the 
selected team's record. 


* To cycle through the teams, Control Pad «>. 


RANKINGS Teams are listed in order of rank. Team rankings are based on the 
toughness of a team's schedule, its record, and its offensive and defensive 
performance. 


* To cycle through conference rankings, Control Pad <>. To view more 
teams, Control Pad ¢. 


* To toggle between the win/loss record screen and the current rankings, 
press X. 


* To bring up the Week Schedule menu, press START. 
MVP CONTENDERS Displays the Statistically best offensive players. 


INJURIES With Injuries ON, players are subject to over 70 different injuries. 
When a player is injured, a substitution is made automatically. 


* — To toggle Injuries ON/OFF, press X. 


‘SET ALL GAMES TO HOLD If you wish to play every game in a week's schedule, 
select this option. 

SET ALL GAMES TO CPU If you have set some or all of the games to HOLD, and 
want to switch them back to CPU, select this option. 


GAME SETUP Return to the Game Setup screen. 


SAVE SEASON/TOURNAMENT 
* To save your Season/Tournament, at the end of a Season or Tournament 
game press START at the Options menu. 


NOTE: You can only save one season or tournament at a time. 


NEW TOURNAMENT 


Go head-to-head in a round robin or single elimination tournament. 

NOTE: If you start a new tournament, any existing season or tournament is 

erased. 

SETUP SCREEN 

To play a Tournament: 

1. Select NEW TOURNAMENT from the Game Setup screen. 

2. Select GAME LENGTH, TYPE, and the number of PLAYERS, and press 
START. 

SINGLE ELIMINATION 

4, 8, or 16 players compete in a single-elimination Tournament. When you select 

SINGLE ELIMINATION, the Team Setup screen appears with an empty playoff 

tree displayed. Select your team and enter a name for identification purposes. 

Duplicate team selections are allowed. 

* — Control Pad { to highlight a team entry slot. 

* — Control Pad «> to cycle through the teams. 

¢ Press X to enter a name. 

NOTE: Entering a name here does not mean you are tracking your performance 

statistics. (See User Records Screen on p. 7.) Instead, you are entering a name 

to identify yourself. 

* Press START when you've finished making selections. The Tournament 
screen appears. 

The Tournament screen shows the matchups for the tournament. 

* — To select the matchup you want to play first, highlight the game with the 


Control Pad and press START or X. The Team Select screen appears. See 
The Team Select Screen on p. 6. 


ROUND ROBIN 


When you select ROUND ROBIN as your game play type, the number of players 
varies from 4-16: You can enter names, and duplicate team selections are 
allowed. 


If 4-8 players are entered in the tournament, there is a single division. Selecting 
9-16 players creates two divisions. The placement of teams into divisions is 
random, and each team plays its division rivals twice (once home, once away). 
Once you've decided upon the number of players, press START. The Team 
Setup screen appears. 


After you choose teams and enter names, the Tournament screen appears, 
listing the matchups for the Tournament. Every game must be played—no 
simulations allowed, but games can be played out of sequence. For example, 
you can play the third game in the tournament before the first game. 


* — To cycle through tournament matchups, Control Pad <>. 


* — Toselect a game, Control Pad ¢ to highlight the game and press X or START. 
The Team Select Screen appears. See Team Select Screen on p. 6. 


At the end of the round robin portion of the Tournament, the teams with the best 
record in each division go on to a single-elimination playoff. The number of 
teams in each division determines the number of teams included in the playoffs. 
If there are less than 6 teams in at least one of the divisions, the top 2 teams in 
each division go on. If there are more than 5 teams in all the divisions, the top 4 
teams continue to the playoffs. Thus, from 2-16 teams can participate in the 
final playoffs. 


CONTINUE SEASON/TOURNAMENT 


Select these game modes to continue a season or tournament in progress at 
the next scheduled game. To continue, you must first complete a season game 
or win a tournament game. If you quit in the middle of a game, that game is not 
saved and must be played again from the beginning. 


*  Toresume a season or tournament in progress, select CONTINUE 
SEASON/TOURNAMENT from the Game Setup screen. 


BEFORE THE GAME 


THE PREGAME MENU 


Before every game the pregame extravaganza sets the 
stage for the upcoming contest. 


To select options from the Pregame menu: 


1. Control Pad ¢ to highlight an option. 
2. Press X to select the option. 


* To toggle some options ON/OFF, or to toggle between choices available, 
press X. 


3. Press START to return to the Pregame menu. 


START GAME: Select this option when you're ready to play. The Coin Toss 
screen appears. See The Coin Toss p. 17. 


TEAM MATCHUPS: Compare the relative strengths and weaknesses of the 
teams about to play. 


NOTE: You can only view Team Matchups during the pregame report. 
TEAM ROSTERS: Lists the rosters of the two teams. 

* To switch between the teams, Control Pad «>. 

* To cycle through the positions, press A or X. 


USER RECORDS: View your performance records. You must enter a name at the 
User Records screen to track your stats. See User Records Screen on p. 7. 


* To view all the records, Control Pad ¢. 


SCOREBOARD: The scoreboard keeps you up to date on the day's scores. This 
option is also available from the Pause screen. 


* To view all the scores, Control Pad ¢. 

NOTE: The Scoreboard option does not appear during Tournament play. 
SET PENALTIES: Turn penalties off or crank ‘em up and play by the rules. 
* — To highlight a single penalty, Control Pad 2. 


The penalty slider sets the likelihood that infractions are called. 


* — Tomove the slider to increase/decrease the chances you'll get caught 
giving somebody the business, Control Pad «>. 


* — To adjust all the penalties simultaneously, hold A, then Control Pad «>. 


SUBSTITUTIONS: Any member of your squad can be brought into the game—or 
taken out—from the Substitutions screen. Check your player's energy level to 
see if he's fatigued. When players are knocked out by injury, substitutions are 
made automatically. 
You can substitute a player for all formations, or you can substitute a player just 
for a specific formation. 
To substitute a player for a specific formation: 
1, From the Substitutions screen, Control Pad <> to move through formations. 
Control Pad { to cycle through and highlight positions. 
2. _ Press X to select the highlighted position and display substitutions 
available. The player's number, primary position, and overall rating 
are displayed. 
3. Control Pad ¢ to view the available substitutes. When the player you want 
appears below the current player, press X to make the switch. 
4. Press START. A window opens with several options. Select EXIT to accept 
the changes and return to the Pregame menu. 
NOTE: To substitute a player for all formations, follow the procedures above 
but from the All Formations screen. 
SET AUDIBLES: Change the audible settings. These settings remain until you 
reprogram them. The pre-programmed settings are as follows: 
Offense: | A-Wishbone, Triple Option Rt. 
B-Wishbone, Fl. Streak 
X-Pro, Hook Outs 


Defense:  A-4-4 Formation, Tight Man 
B-4-3 Formation, Medium Zone 
XNickel, Full Zone 


To change the audible settings: 

1. Select SET AUDIBLES. The Set Audibles screen 
appears. 

2. Control Pad ¢ to highlight the button you want to 
change (e.g., SET OFFENSE AUDIBLE A) and 
press X. The Formation screen appears. 

3. Highlight the formation and play you want, and press the appropriate 
button to select that formation and play. When you're done, the Set 
Audible screen returns. 

4. Select EXIT to return to the Pregame menu. 

TIP: When you are using the 1 Box mode, you can also fake out the opponent 

when setting your audibles, See Calling a Play on p. 18. 

PLAY CALL: College Football USA 97 features two modes for calling plays: 1 

BOX or 3 BOX. 1 BOX allows you to bluff when calling your plays. 3 BOX is. a 

simpler play selection method. To learn more about these two modes, see 

Calling A Play on p. 18. 

PASS CATCH: Two pass catch modes are available: AUTO and MANUAL. In 

both modes, the spot where the pass is aimed is highlighted with a target. 

In AUTO Passing, the computer controls your pass receivers. This mode is 

easier than Manual. 


In MANUAL Passing, you take control of the intended receiver after the 
quarterback has thrown the ball. 

ABX PASSING: Toggle ON/OFF. Choose between three or five potential 
receivers. With ABX Passing ON, three receivers are available, and you see the 
appropriate button letters next to the receivers as they run up the field, Turn 
ABX Passing OFF and you can select from five receivers. See Passing and 
Receiving on p. 20. 

INJURIES: Toggle ON/OFF. See Injuries on p. 11. 


ABORT GAME: Select this option to quit your game and return to the Game 
Setup screen. 


THE COIN TOSS 


The visiting team chooses heads or tails. If you are the visitor, you make the 
call. 


* — To select heads or tails, Control Pad ¢. You must make the call while the 
coin is in the air. 


If you win the toss, you can receive, kick, or choose which end of the field to 
defend. 


* — Tomake your choice, Control Pad ¢ to highlight the option you want, then 
press X. 


If you lose the toss, depending upon your opponent's choice, you choose either 
the goal you defend, or whether to kick or receive. 


* — To choose a goal to defend, Control Pad ¢, then press X. 
* Press START to start the game. 


PLAYING THE GAME 


KICKING 


The Kick meter allows you to place your kick just about anywhere on the field. 
Kicks are affected by wind, so keep an eye on the wind direction when gauging 
your kick. The following instructions apply to kickoffs, punts, and field goals: 


To set the kicking team in onside kick formation during a kickoff: 
1, Press Ato call an audible. 
2. Press A/X for an onside left/right formation. 


3. If you change your mind, press A to call an audible, and then press B to 
return to standard formation. 


NOTE: An onside kick must travel at least ten yards before the kicking team 
can recover the ball. 


RETURNING THE KICK 

When receiving, both kickoffs and punts are automatically fielded by your deep 
men, provided your team is in proper formation. 

TIP: On kickoffs, your team is automatically set in the kick receiving formation. 
For punts, you must choose PUNT RETURN or PUNT BLOCK to field a deep man. 
To set the receiving team in onside kick formation: 

1. Press Ato call an audible. 

2. Press A/X to defend an onside left/right kick. 

3. Press B to return to standard formation. 

Kick returners automatically field the ball and run. 

* To take control of the kick returner, Control Pad in any direction. 


CALLING A PLAY 


There are two ways to call a play from the Play Call 

screen: 1 or 3 Box modes. In both modes, you select a 

Formation first, then a play. 1 Box mode lets you bluff 

when calling a play. To learn more about how to select 

the mode you want, see Play Call Mode on p. 16. 

To call a play in 3 Box mode: 

1. From the Formation screen, select the formation you want, then press the 
corresponding button. The Play Call screen appears. 


2. Select the play you want, then press the corresponding button. You 
return to the field at the line of scrimmage. 


* Ifyou choose a formation or play and then change your mind, 
select SET FORM to back up and select a different formation. 


* To calla timeout from the Play Calling screen, select TIMEOUT. 
For more information see Timeout on p. 23. 


* — To goto the Instant Replay screen, select INSTANT REPLAY. For 
more information see Instant Replay on p. 23. 


* — To quickly check your team's energy levels, select Team Roster. 
For more information, see Team Rosters on p. 10. 
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de call a play in 1 Box mode: 
From the Formation screen, select the formation 
you want, then press X. The Play Call screen 
appears. 

2. To bluff, move the box over the play you want to 
pretend to call and press B. 


3. To call the play you actually want, move the box over the play and press X. 
4. Press A to exit the Play Call screen. 


When you press B, you hear the same “select” sound you hear when you press 
X but no play is called. Also, you can choose more than one play with the X 
button; the last play chosen is run. 


Use the same procedure as when using 1 Box mode to set audibles. 


+ When you reach the line of scrimmage, press X to snap the ball, and press 
B to fake the snap. 


TIP: If you try a fake, you may draw the defense offsides. 


CALLING AN AUDIBLE 
1. From the line of scrimmage, press A. The audible indicator appears. 


2. _ Press the button corresponding to the play you want to run 
3. Press X to snap the ball. See Set Audibles on p. 15. 


THE PLAY CLOCK 


The offense has 25 seconds after the whistle to call the next play and snap the 
ball. Ifthe 25 seconds expire before the ball is snapped, the offensive team 
receives a five-yard Delay of Game penalty. When a Timeout is called, the Play 
Clock is reset at 25 seconds. 


OFFENSE 
RUNNING 
There are a number of slick moves you can execute while running the ball. 


* On option plays: To hand the ball off or lateral to a runner, press X. The 
quarterback hands the ball to the closest back. 


* — To change directions, press the Control Pad in the direction 
you want to move. ia 


* — Tomake the ball carrier dive, press A. 
* — To explode forward, tap B. 

* — Tospin, hold B. 

* — Tohurdle, press Y. 


PASSING AND RECEIVING 


There are two passing modes: ABX Passing ON or OFF. With both modes, you 
can let the computer execute the play, or you can take control of the 
quarterback by pressing the Control Pad in any direction. If you do, it's up to you 
to call up receiver letters, choose a receiver, and pass the ball. 

ABX Passing On 

ABX Passing ON gives you three receivers to choose from (it's also easier than 
ABX Passing OFF). A controller button letter appears next to each possible 
receiver and you push the corresponding button to pass to that receiver. 


© To display the button letters, press X after the snap. 
* To throw to a receiver, press the corresponding button. 


* Hold the button down for a bullet pass; tap it for a lob. 

ABX Passing Off 

With ABX Passing OFF, you can choose from five available receivers. The 
technique is a little trickier, but once mastered, gives you more options on the 
field. 

To execute a passing play with ABX off: 

1. Press X to snap the ball. The letter "X" appears next to a receiver, 


2. Tocycle through receivers, press A/B. The “X” jumps to the next receiver, 
Keep pressing A or B to cycle through receivers until you get the one you 
want. 

TIP: Just like a real quarterback, you've got to read the field and choose the 

right receiver quickly or you're sure to get sacked. 

3. Press X again to throw to that receiver. As with ABX ON, hold the button 
for a bullet, tap it for a lob. 
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Unie the ball is in the air: 


To switch control to the intended receiver in manual mode, press B, then 
use the Control Pad to guide the receiver. In automatic mode the switch is 


made automatically. 
* — To raise the receiver's hands or make him jump, press Y. 
* To make the receiver dive for the ball, press A. 


FIELD GOALS, PUNTS, AND P.A.T.S 


Select the formation SPECIAL TEAMS from the Play Call screen (Control Pad, if 
you don't see the formation). Select the play you want (e.g., Field Goal), and 
operate the kicking meter just as you would for a kickoff. See Kicking on p. 17. 


NO-HUDDLE OFFENSE 


For those desperate drives late in the game, try the hurry-up offense. 


* To go straight to the line of scrimmage and repeat the previous play, hold 
X right after the whistle blows. 


* — Torun a “Stop Clock” play (the quarterback throws the ball into the 
ground), hold A right after the whistle blows. When your team lines up, 
press X to snap the ball. The quarterback grounds the ball. 


TIP: Don't touch the Control Pad when executing a “Stop Clock” play. Once 
you assume control of the quarterback, you cancel the grounding command. 


DEFENSE 


DEFENDING A RUN 
The defense reacts automatically to the action on the field, but you can take 
control at any time. 


* — To fire off the line of scrimmage and get a slight jump on the offensive 
linemen, press X. Watch out for offside violations. 


* To dive at the ball carrier for a crushing hit, press A. 
*  Totake control of the defensive player closest to the ball, press B. 


* — Tomake a power tackle when you are close to the ball carrier, press X. 
OR 

¢  Tomake the defensive player jump and raise his hands to block a kick, or 

intercept a pass, press X. 

DEFENDING A PASS 

If the receivers run passing patterns, the defensive backs automatically cover 

them. However, if you want to take control of the defensive player closest to the 

ball, press B. The circle target moves under that player. 


As with all defensive situations, the player over the circle target can dive (press 
A), or jump or raise his hands to intercept the pass (press X). 

SPECIAL TEAMS 

With both punts and field goals, you have two options: to defend or to block. 
Choose SPECIAL TEAMS as your formation, then make your selection from the 
Play Call screen 


When you receive a punt, choose PUNT RETURN if you want your men to drop 
back and block. 


TIP: Choose PUNT BLOCK if you want to rush the punter and let the kicking 
team pursue your kick returner. Use the Control Pad to take control of your 
deep man. 


You have the same options when you defend a field goal or P.A.T. 


THE PAUSE MENU 


You can pause the game at any time. The game clock stops running, and the 
Pause menu appears. 


* To pause the game, press START. The Pause menu appears. 


NOTE: Most of the Pause menu options are available from the Pregame 
menu. Only the unique Pause menu options are listed below. 


To make selections from the Pause menu: 
1. Control Pad ¢ to highlight an option. 


2. Press X to select the highlighted option, or to toggle between available 
options. 


3. Press START to return to the Pause menu. 


RESUME GAME Return to the current game. You can also press START from 
the Pause menu to return to the game. 


INSTANT REPLAY Review a play at any time during the game. 


To view Instant Replay: 
1. Select INSTANT REPLAY from the Pause screen. 


© Hold Y to rewind. 

© Tap B for frame by frame replay. 
* Hold B to replay in slow motion. 
* Tap A to replay at normal speed. 


* Use the Control Pad to position the cross-hairs over a player or portion 
of the field you want to isolate during the replay. 


2. Press START to exit the Replay screen and return to the Pause screen. 


TIMEOUT Each team has three time-outs per half. These do not carry over from 
the first to the second half. When a team calls Timeout, the game clock stops , 
and the play clock resets to 25 seconds. Timeouts can also be used to rest your 
players; energy levels are refreshed after a time-out is called. You can calla 
Timeout after the whistle blows, signifying the end of a play. Notice that when 
you return to the Play Call screen, your Timeout indicator reflects the call. 


GAME STATS View the current stats in the game's most vital categories. 
* Control Pad ¢ to scroll through all the statistics. 

TEAM STATS View the stats for all the players on your team. 

* To toggle between the current teams, Control Pad «>. 

* — To cycle through the positions, press A or X. 

* To scroll through the players, Control Pad ¢. 


DRIVE SUMMARY The Drive Summary displays the offensive plays run on the 
current drive. It shows the type of play, the yards gained or lost, time of 
possession, and any penalties that have been called. 


* Control Pad <> to scroll through the entire Drive Summary. 


PLAYOFFS AND BOWL GAMES 


When you select NEW SEASON as a play mode, you can choose the style of 
tournament play you want. From the Game Setup screen, select either 
PLAYOFFS or BOWL GAMES. When the regular season ends, you begin 
Tournament play. 


PLAYOFFS 


Welcome to the playoffs, a 16-team, single-elimination tournament. Your team 
enters the tournament paired against its opponent according to rank. If your 
team wins, you advance to the next round. If your team loses, you can either 
select another team and continue the tournament, or return to the Game Setup 
screen and make a new play mode selection. 


BOWL GAMES 


Four Bowl games are scheduled: the Nokia Sugar Bowl®, the Tostitos Fiesta 
Bowl®, the FedEx Orange Bowl™, and the Rose Bowl’. The rankings determine 
the eight teams that participate in the Bowl games. Four spots are automatically 
given to the first ranked team in each conference; the second four spots are 
given to the remaining highest-ranked All Conference teams. The first and 
second ranked teams in the country must play each other, and the Rose Bowl 
always hosts the Pac 10 and the Big 10 champs. After you play your Bowl game, 
check the rankings again to determine your final status. 


TIES 


If there is a tie after regulation time runs out, the game moves into overtime. In 
overtime the play clock runs as usual, but there's no game clock. 
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Quality Assurance 


Athlon Sports has been the leader in preseason sports annuals for 30 years. We 
are proud to team up with EA SPORTS, the leader in sports videogames, to 
provide you with the most accurate ratings of college football teams and 


players. 


If you would like more information about Athlon Sports magazines, please call 


(615) 327-0747 or write to: 


Athlon Sports 
P.O. Box 40156 
Nashville, TN 37204 
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CHALK TALK 


It’s the coolest interactive 
kids club on the planet! 


KidStar is the interactive radio, 
phone, magazine, online connection. 


f the first 


(100) to send in your form 
‘and you'll win a prize! 
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Just complete and mail back this form and you'll be a KidStar 
All-Star. All-Stars get all kinds of KidStar fun — interactive 
contests, hot music, jokes, scary stories, and more! 


Turn this over to find out more about KidStar! 
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Fs 
Name ie 
Fist Tost 
Birthdate L ! Age 71 Boy 71Girl 
Month Day Year 
Address 
City, State, Zip 
Phone number ( ) 


We need your phone number for your Secret Code! 


E-mail address (optional) 


Does your family have o computer at home? “I yes Tino 
Ityes: J Mac J PC Con it run CD-ROM stuff? 1 yes 7 no 
Does it have a modem? “7 yes no 
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KidStar Radio markets include: 

* Boston 1150 AM . 

* Detroit 1310 AM x* # 
* Houston 980 AM 

* San Diego 1240 AM 

* San Francisco 1220 AM 

* Seattle 1250 AM 

* Chicago, coming soon 

* Washington, D.C., coming soon 

+ Atlanta, coming soon 

In these areas, you'll get KidStar Magazine free and can 
connect to the awesome KidStar PhoneZone®, too. 


/A\b 


Visit KidStar Online at www.kidstar.com, any time, anywhere! 
If you can’t tune in KidStar on your radio yet, listen to KidStar on 
your computer! That’s where you'll find all the interactive fun 
and hot KidStar news, including when KidStar Radio will be 
coming to other cities around the country. 


Se Cut on the dotted line! 
| 


Gel your pareny LoOsign tnis: 


The release below will enable your child and you to participate fully in KidStar. If you have any 
questions, call Linda Carpenter, Community Development Director, at (206) 382-1250 ext. 248. 
(NOTE: The identity of your child or household will not be shared with any advertiser.) 


1am the parent or legal guardian of the child listed on the reverse, for whom I give my 
permission to join the KidStar® All-Stars and participate in KidStar programming, 
including, where available, the KidStar PhoneZone® (local Telephone Company charges 
may opply in some areas). By joining this club, my child will receive communications from 
KidStar, either a free subscription to KidStar Magazine, where available, or other news and 
information through KidStar Online. | understand that the PhoneZone and KidStar’s 
Internet presence will give them the opportunity to enter contests and record their voices 
which, together with their names, may be heard on KidStar Radio in sponsored features or 
be used in other forms by KidStar. 


‘Name of parent or guardian (please print) 


‘Signature of parent or guardian Date 


Mail this form to: KidStar Membership Desk, 1334 First Avenue, Suite 150, Seattle, WA 98101 
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Super NES & Game Boy 


Super NES 
For the coolest tips on the hottest games, call the 
Black Pearl/Malibu Games Hint Line! 
1-900-370-HINT 
$.85/min. (automated) - $1.15/min. (live 9am-5pm PST) Must be 18 years of age or have 
parental permission. Touch-tone phone required. TeHQ, Inc., Calabasas, CA. 
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To order directly, call: 


1-818-879-5728 eee 


Use your Visa or MasterCard while supplies last. Phone prices subject to change without 
Notice. Also available from your favorite local retailer. 


LIMITED WARRANTY 


BLACK PEARL SOFTWARE warrants to the original consumer purchaser that this 
Game Pak (PAK) shall be free from defects in material and workmanship for a period 
of 90 days from the date of purchase. If a defect covered by this warranty occurs 
during this 90-day warranty period, BLACK PEARL SOFTWARE will repair or replace 
the PAK, at its option, free of charge. 


To receive this warranty service: 
1. DO NOT return your defective Game Pak to the retailer. 


2. Notify the BLACK PEARL SOFTWARE Consumer Service Department of the 
problem requiring warranty service by calling: (818) 591-1310. Our 
Consumer Service Department is in operation from 9:00 a.m. to 5:00 p.m. 
Pacific Standard Time, Monday through Friday. 


3. Ifthe BLACK PEARL SOFTWARE service technician is unable to solve the 
problem by phone, he/she will provide you with a Return Authorization 
number. Simply record this number on the outside packaging of your 
defective PAK, and return your PAK freight prepaid, at your risk of 
damage, together with your sales slip or similar proof-of-purchase within 
the 90-day warranty period to: 


BLACK PEARL SOFTWARE Consumer Service Department, 
5016 N. Parkway Calabasas, Suite 100, Calabasas, CA 91302 


This warranty shall not apply if the PAK has been damaged by negligence, 
accident, unreasonable use, modification, tampering, or by other causes 
unrelated to the defective materials or workmanship. 


REPAIRS AFTER EXPIRATION OF WARRANTY: If the PAK develops a problem 
after the 90 day warranty period, you may contact the BLACK PEARL 
SOFTWARE Consumer Service Department at the phone number noted. If the 
BLACK PEARL SOFTWARE service technician is unable to solve the problem by 
phone, he/she may provide you with a Return Authorization number. You may 
then record this number on the outside packaging of the defective PAK. Send 
the defective PAK, along with $10.00 freight prepaid to BLACK PEARL 
SOFTWARE. BLACK PEARL SOFTWARE will, at its option subject to the 
conditions above, repair the PAK or replace it with a new or repaired PAK. If 
replacement PAKS are not available, the defective PAK will be returned and the 
$10.00 payment refundable. 


WARRANTY LIMITATIONS: ANY APPLICABLE IMPLIED WARRANTIES, 
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE ARE HEREBY LIMITED TO NINETY DAYS FROM THE 
DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH 
HEREIN. IN NO EVENT SHALL BLACK PEARL SOFTWARE BE LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH 
Of ANY EXPRESS OR IMPLIED WARRANTIES. 


The provisions of this warranty are valid in the United States only. Some states 
do not allow limitations on how long an implied warranty lasts or exclusion of 
consequential or incidental damages, so the above limitations and exclusion 
may not apply to you. This warranty gives you specific legal rights, and you may 
also have other rights which vary from state to state. 

Black Pearl Software, c/o T*HQ, Inc. 

5016 N. Parkway Calabasas, Suite 100 

Calabasas, CA 91302 

(818) 591-1310 


© 1996 Electronic Arts. EA SPORTS, the EA SPORTS logo, and The Road to New 
Orleans are trademarks and “Ifit’s in the game, it's in the game’ is a registered 
trademark of Electronic Arts. All rights reserved. The “Officially Licensed 
Collegiate Products” label is the exclusive property of The Collegiate Licensing 
Company. The "Collegiate Licensed Product’ label is the property of the 
Independent Labeling Group. All names, logos, and mascots associated with the 
universities, conferences, and bowls are the exclusive property of the 
respective institution. College Football USA and the College USA logo are the 
trademarks of the American Football Coaches Association/National Association 
of Collegiate Directors of Athletics. The USA TODAY/CNN Coaches Poll logo is a 
trademark of Gansat and Turner Broadcasting, used by permission. THQ is a 
licensed distributor of Electronic Arts. All other trademarks are the property of 
their respective owners. Black Pearl Software is a trademark of T#HQ, Inc. 
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